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Abstract: 

This study aims to improve the learning outcomes of fourth-grade students on the Q.S. At-Tin 
material through the implementation of the Problem-Based Learning (PBL) model with puzzle 
media at SD Negeri 053998 B. Jengkol. The research method used is Classroom Action Research 
(CAR), which consists of three stages: pre-cycle, Cycle I, and Cycle II. Data were collected through 
learning outcome tests and observations of student activities during the learning process. The 
results indicate that implementing the PBL model with puzzle media significantly enhances 
students' learning outcomes. In the pre-cycle stage, most students had not yet achieved learning 
mastery. After the intervention in Cycle I, there was an improvement in students' understanding 
and engagement in learning. By Cycle II, nearly all students had reached the mastery level. This 
improvement demonstrates that using the PBL method with puzzle media enhances students' 
comprehension of the Q.S. At-Tin material while making the learning process more engaging and 
interactive. Thus, it can be concluded that the Problem-Based Learning model with puzzle media is 
an effective instructional strategy for improving students' learning outcomes in Islamic Religious 
Education. 

Keywords: Problem-Based Learning, Puzzle Media, Learning Outcomes, Q.S. At-Tin, Fourth-Grade 
Students. 

 
INTRODUCTION  

Education plays a crucial role in shaping high-quality human resources. In modern 
education, various innovations in teaching methods are required to encourage students to 
be more active, creative, and critical in understanding the material being taught. According 
to Dewey (1938), effective learning involves direct experience, where students do not 
passively receive information but actively participate in finding solutions to given 
problems. This aligns with the concept of Problem-Based Learning (PBL), which 
emphasizes problem-solving as the core of the learning process. The Problem-Based 
Learning (PBL) model was first introduced by Barrows (1986) in medical education and 
later expanded into various disciplines, including primary education. PBL focuses on 
presenting real-world problems that students must solve through discussion, exploration, 
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and critical analysis. According to Hmelo-Silver (2004), this method enhances conceptual 
understanding, critical thinking skills, and students' independence in learning. In the 
context of Islamic Religious Education (PAI), the implementation of PBL can help students 
gain a deeper and more applicable understanding of Qur’anic values. 

One of the essential topics in PAI is understanding Q.S. At-Tin, which conveys 
messages about human dignity and the importance of faith and good deeds. However, in 
reality, many students struggle to comprehend the meaning and essence of Qur’anic 
verses. According to Sanjaya (2010), one of the factors contributing to low student 
achievement is the conventional teaching approach, where teachers predominantly use 
lectures without actively involving students. As a result, students become less motivated 
and struggle to relate the material to their daily lives. To address this issue, the use of 
engaging learning media is essential. One effective medium for PBL-based learning is 
puzzles. According to Arsyad (2016), instructional media such as puzzles can enhance 
memory retention, make learning more enjoyable, and encourage social interaction in the 
classroom. Additionally, research by Bransford, Brown, and Cocking (2000) suggests that 
game-based or interactive media-based learning increases student engagement and 
facilitates better understanding of concepts. 

The implementation of the PBL model with puzzle media is expected to improve 
students' understanding of Q.S. At-Tin in a more enjoyable and challenging way. Puzzles 
allow students to actively search for and assemble pieces of information, enabling them to 
develop a deeper comprehension of the content and messages in Q.S. At-Tin. According to 
Slavin (2006), learning that involves both physical and cognitive activities is more 
effective in enhancing memory retention and conceptual understanding. Moreover, this 
method can also boost students' learning motivation. According to Deci and Ryan (1985) 
in the Self-Determination Theory (SDT), students are more motivated to learn when they 
feel a sense of control over their learning process. By implementing PBL with puzzle 
media, students are given opportunities to explore the material independently and 
collaborate in groups, making them feel more responsible for their own learning. 

Based on the issues outlined, this study aims to implement the Problem-Based 
Learning model with puzzle media to enhance the learning outcomes of fourth-grade 
students at SD Negeri 053998 Bukit Jengkol on the topic of Q.S. At-Tin. Through this 
research, it is expected that students will become more active in learning, develop a better 
understanding of Q.S. At-Tin, and be able to apply its values in their daily lives. With 
innovations in teaching methods, this study is expected to contribute to the development 
of more effective Islamic Religious Education (PAI) teaching strategies. Furthermore, the 
findings of this research can serve as a reference for teachers in implementing more 
interactive and engaging learning approaches, ultimately improving the overall quality of 
education. 

 
METHODS 

This study focuses on the provision of learning facilities, which include the costs of 
procuring puzzle media, printing materials, and stationery used in the research 
implementation. The approach employed is Classroom Action Research (CAR) as 
developed by Kemmis and McTaggart (1988), as this model enables systematic 
improvement of learning through several cycles consisting of planning, action 
implementation, observation, and reflection. This research adopts the CAR model, aiming 
to enhance students' learning outcomes through the implementation of the Problem-
Based Learning (PBL) model with puzzle media in the study of Q.S. At-Tin. The research 
subjects comprise 20 fourth-grade students at SD Negeri 053998 B. Jengkol, Pangkalan 
Susu Subdistrict, Langkat Regency, selected based on their low learning achievement in 
understanding Q.S. At-Tin and the lack of variation in teaching methods. The research 
design was conducted in two cycles, each consisting of four main stages: planning, which 
involves preparing learning tools, developing puzzle media, and preparing research 
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instruments; implementation, which applies the PBL model using puzzle media; 
observation of student activities and learning outcomes measurement; and reflection to 
evaluate and determine improvements for the next cycle. The research phases begin with 
a pre-cycle stage to assess students’ initial learning outcomes and identify learning 
difficulties, followed by Cycle I, which applies the PBL model with puzzle media, observes 
students' responses, and analyzes early learning outcomes. Cycle II then refines the 
learning method, observes changes, and conducts a final analysis of the effectiveness of the 
PBL model with puzzle media. The research instruments used include learning outcome 
tests to assess students’ comprehension, observation sheets to record student activities 
during the learning process, and questionnaires to gather students’ feedback on the 
applied method. Data analysis was conducted using both quantitative and qualitative 
descriptive approaches, where quantitative analysis compared pre- and post-test results 
using the N-Gain Score to measure learning improvement, while qualitative analysis was 
carried out through data reduction, data presentation, and conclusion drawing based on 
the model by Miles & Huberman (1994). With the implementation of this method, it is 
expected that students' learning outcomes in understanding Q.S. At-Tin will improve 
significantly, aligning with the constructivist learning theory proposed by Piaget (1950) 
and Vygotsky (1978), which emphasizes the importance of active student involvement in 
the learning process. 

RESULTS 
 
This study aims to analyze the effectiveness of the Problem-Based Learning (PBL) model 
with puzzle media in improving the learning outcomes of fourth-grade students on the 
subject of Q.S. At-Tin at SD Negeri 053998 Bukit Jengkol. The PBL model was chosen based 
on Barrows' (1986) theory, which states that problem-based learning enhances students' 
conceptual understanding and critical thinking skills. In this study, the implementation of 
the PBL model with puzzle media is expected to make learning more engaging, interactive, 
and easier for students to comprehend. 

The results of the study indicate an improvement in students' learning outcomes 
from the pre-cycle to cycle II. During the pre-cycle stage, most students struggled to 
understand the material on Q.S. At-Tin due to the conventional teaching method, which 
lacked direct student involvement. This aligns with Slavin's (2006) findings that passive 
learning often leads to lower student engagement and motivation to deeply understand 
concepts. 

After implementing the Problem-Based Learning (PBL) model with puzzle media 
in cycle I, student engagement in the learning process increased. Students became more 
active in discussing the content and meaning of Q.S. At-Tin as they were given problems to 
solve in groups. Hmelo-Silver (2004) explains that in PBL, students are trained to solve 
problems by exploring, analyzing, and discussing various relevant concepts. This proved 
to enhance student motivation in understanding the material. 

However, despite the improved learning outcomes in cycle I, some challenges 
remained, such as certain students not fully grasping the concepts and still relying on 
teacher assistance in assembling puzzles. This corresponds with Vygotsky's (1978) 
research on the Zone of Proximal Development (ZPD), which suggests that in the early 
stages of learning, students require guidance from teachers or peers to reach higher 
understanding. Therefore, improvements were made in cycle II with more intensive 
support and structured guidance. 

In cycle II, students' learning outcomes showed a more significant increase 
compared to the previous cycle. Students became more independent in completing the 
puzzle-based challenges and were able to explain the meaning of Q.S. At-Tin more 
effectively. These findings are in line with Bruner's (1961) research, which emphasizes the 
importance of Discovery Learning, where students learn more effectively when they 
discover concepts through active exploration. 
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Furthermore, observational data revealed that the PBL model with puzzle media 
improved collaboration and communication among students in learning. This is supported 
by Johnson & Johnson’s (1999) Cooperative Learning theory, which states that 
cooperative-based learning enhances student learning outcomes through positive social 
interactions. In this study, students appeared more enthusiastic and enjoyed completing 
tasks as they learned in small, supportive groups. 

Survey results also indicated that most students found it easier to understand the 
material using puzzle media. They felt more challenged and excited about learning 
compared to traditional lecture methods. This aligns with Piaget's (1952) cognitive 
development theory, which states that elementary school children learn more effectively 
through direct and manipulative experiences. 

Based on these findings, it can be concluded that the implementation of Problem-
Based Learning with puzzle media positively contributes to improving fourth-grade 
students' learning outcomes on the subject of Q.S. At-Tin. This model not only enhances 
conceptual understanding but also helps students develop critical thinking skills, 
cooperation, and learning independence. Thus, the PBL model with puzzle media is 
recommended as an effective teaching strategy in Islamic religious education at the 
elementary school level. 

The following table illustrates the improvement in students' learning outcomes 
after implementing Problem-Based Learning (PBL) with puzzle media in teaching Q.S. At-
Tin in the fourth grade at SD Negeri 053998 Bukit Jengkol. 

 
Table 1. Improvement in Student Learning Outcomes 

Learning 
Stage 

Number of 
Students Achieving 
Mastery (≥ 70) 

Mastery 
Percentage 
(%) 

Number of Students 
Not Achieving 
Mastery (< 70) 

Non-Mastery 
Percentage (%) 

Pre-Cycle 10 50% 10 50% 

Cycle I 15 75% 5 25% 

Cycle II 19 95% 1 5%  
Data Analysis: 

In the pre-cycle stage, only 10 students (50%) met the minimum mastery level (≥ 
70), while 10 students (50%) did not, indicating that conventional teaching methods were 
less effective in improving student comprehension. 

In cycle I, after implementing Problem-Based Learning (PBL) with puzzle media, 
the number of students achieving mastery increased to 15 students (75%), while 5 
students (25%) still faced difficulties. 
In cycle II, students' learning outcomes improved more significantly, with 19 students 
(95%) achieving mastery and only 1 student (5%) failing to meet the minimum standard. 

From the data above, it can be concluded that the gradual implementation of 
Problem-Based Learning with puzzle media successfully enhanced student learning 
outcomes. This improvement suggests that problem-based learning methods accompanied 
by interactive media are more effective than conventional methods. 
In this study, data verification was conducted to ensure that the results obtained from 
implementing Problem-Based Learning (PBL) with puzzle media were valid and 
scientifically accountable. Data verification aims to evaluate the accuracy of research 
findings through various techniques, such as triangulation, reliability testing, and 
validation of student learning outcomes. Creswell (2012) asserts that data validity in 
educational research is crucial to ensure that research findings reflect the actual reality in 
the field. 

The first verification was performed using the triangulation method, which 
compares results from multiple data sources. In this study, triangulation was conducted 
through three approaches: methodological triangulation, source triangulation, and time 
triangulation. Denzin (1978) explains that methodological triangulation involves using 
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multiple data collection techniques, such as learning outcome tests, observations, and 
interviews with teachers and students. This ensures that the collected data is robust and 
not solely dependent on one technique. 

The second verification involved reliability testing, ensuring that the research 
findings were consistent and reproducible under similar conditions. Gay, Mills, & Airasian 
(2011) state that reliability in educational research can be measured by examining 
consistent patterns of learning improvement from one cycle to the next. In this study, 
student learning outcomes showed a consistent increasing trend from the pre-cycle to 
cycle II, indicating high reliability. Additionally, to avoid bias in data collection, this study 
also validated learning outcomes through item analysis and cross-checking between 
student scores and learning indicators. Fraenkel & Wallen (2009) state that learning 
outcome validation can be performed by assessing whether the instrument used truly 
measures what it is intended to measure. In this case, the tests given to students were 
designed according to the learning indicators of Q.S. At-Tin, ensuring that the results 
accurately reflected student comprehension. 

Data verification also involved analyzing student engagement in the learning 
process. Observations indicated that after implementing PBL with puzzle media, students 
became more active and enthusiastic in learning. This aligns with Hmelo-Silver’s (2004) 
findings, which state that problem-based learning enhances student participation as they 
feel more involved in solving real-world problems. 

Feedback from teachers and students was also used as a form of data verification. 
The teachers provided positive assessments of the effectiveness of the method, while most 
students expressed that they better understood the material using puzzle media. This 
aligns with Slavin’s (2006) theory, which explains that interactive learning approaches are 
generally more effective in improving student comprehension than lecture methods. 
Besides internal validity, this study also considered external validity, which refers to the 
extent to which the research findings can be generalized to a broader context. Based on 
the results, the PBL model with puzzle media can be an effective alternative for improving 
student learning outcomes in religious subjects at the elementary school level. Sugiyono 
(2017) states that external validity is achieved if research findings can be applied under 
similar conditions elsewhere. 

With the various verification methods used, this research's findings can be deemed 
valid and reliable. The consistent improvement in student learning outcomes, triangulated 
data from multiple sources, and validated results through tests and observations support 
the conclusion that Problem-Based Learning with puzzle media enhances student 
comprehension of Q.S. At-Tin. Therefore, this teaching model is recommended for wider 
implementation in Islamic education at the elementary school level. 

The results of this study indicate that the implementation of Problem-Based 
Learning (PBL) using puzzle media can improve the learning outcomes of fourth-grade 
students in the subject of Q.S. At-Tin. Based on the obtained data, there was an increase in 
the number of students achieving learning mastery from 10 students (50%) in the pre-
cycle to 15 students (75%) in Cycle I, and further increasing to 19 students (95%) in Cycle 
II. This improvement demonstrates that the PBL method with interactive media is more 
effective compared to conventional teaching methods. Slavin (2006) explains that active 
learning involving problem-solving can enhance students' understanding and help them 
retain material more effectively. 

In the pre-cycle stage, the initial test results showed that only 10 students (50%) 
achieved the minimum score of 70, while the remaining 10 students (50%) had not yet 
met the mastery criteria. This indicates that the previous teaching method was less 
effective in helping students understand the material in Q.S. At-Tin. Joyce & Weil (2009) 
state that the lecture-dominated conventional teaching method often results in low 
student engagement and a lack of understanding of the concepts being taught. 

After implementing PBL with puzzle media in Cycle I, the number of students 
achieving mastery increased to 15 students (75%), while 5 students (25%) had not yet 
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met the criteria. This improvement indicates that the PBL model began to have a positive 
impact on students' learning outcomes. According to Hmelo-Silver (2004), problem-based 
learning can enhance students' cognitive engagement in the learning process as they are 
encouraged to think critically and solve problems independently or in groups. 

In Cycle II, students' learning outcomes improved further, with 19 students (95%) 
achieving mastery, while only 1 student (5%) remained below the minimum score 
standard. This proves that using PBL with puzzle media can significantly enhance 
students' learning outcomes. Arends (2012) states that problem-based learning is 
effective in improving students' conceptual understanding as they actively participate in 
exploring concepts and applying knowledge. 

In addition to learning outcomes, students' engagement in the learning process 
also showed improvement. In the pre-cycle, most students appeared passive and less 
involved in discussions. However, after implementing the PBL method with puzzle media, 
students became more enthusiastic in solving challenges presented through the puzzle 
game. Observation data showed that in Cycle I, about 70% of students actively participated 
in group discussions, which increased to 90% in Cycle II. This aligns with the research by 
Johnson & Johnson (2009), which states that cooperative learning strategies can enhance 
students' learning motivation and critical thinking skills. 
The improvement in learning outcomes was also influenced by students' increased 
motivation after implementing the PBL method. Before the intervention, only about 55% 
of students showed interest in learning Q.S. At-Tin. However, after using puzzle media, this 
number increased to 85% in Cycle I and reached 95% in Cycle II. Piaget (1972) explains 
that elementary school children can better understand concepts when learning involves 
enjoyable and exploratory activities, such as educational games. 

Although this study showed positive results, challenges remain in implementing 
PBL with puzzle media, especially at the initial stage. Some students initially struggled to 
understand the concept of group discussions and strategies for solving puzzles. However, 
with more intensive guidance from teachers, students were eventually able to adapt to the 
new learning model. Vygotsky (1978) emphasizes the importance of teacher roles and 
social interaction in helping students develop their understanding through scaffolded 
learning. 

Overall, this study proves that using Problem-Based Learning with puzzle media 
can significantly enhance students' learning outcomes in Q.S. At-Tin. With an increase 
from 50% in the pre-cycle to 95% in Cycle II, it can be concluded that this method is highly 
effective in improving students' understanding. Therefore, this learning model is 
recommended for wider implementation in Islamic religious education at the elementary 
school level. 

CONCLUSION 

Based on the findings of this study, it can be concluded that the implementation of 
Problem-Based Learning (PBL) using puzzle media has successfully improved the learning 
outcomes of fourth-grade students in the subject of Q.S. At-Tin at SD Negeri 053998 B. 
Jengkol. The research results indicate a significant increase in the number of students 
achieving mastery, from 50% in the pre-cycle, rising to 75% in Cycle I, and reaching 95% 
in Cycle II. This demonstrates that the PBL method with interactive media has a positive 
impact on students' understanding. According to Slavin (2006), learning that involves 
problem-solving activities can enhance students' memory retention and help them grasp 
concepts more deeply. In the pre-cycle stage, only 10 out of 20 students (50%) achieved 
the mastery score, while the remaining 10 students (50%) were still below the minimum 
score standard. This indicates that the previous teaching method was less effective in 
helping students understand the material in Q.S. At-Tin. Joyce & Weil (2009) mention that 
conventional teaching models often make students passive and less engaged in the 
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learning process, which negatively affects their comprehension of the subject (95%) 
achieving mastery, while only 1 matter.  

After implementing PBL with puzzle media, students' learning outcomes improved 
in Cycle I, where 15 out of 20 students (75%) achieved mastery, while the remaining 5 
students (25%) had not yet reached the minimum score. This improvement proves that 
the problem-based approach helps students better understand concepts. According to 
Hmelo-Silver (2004), problem-based learning enables students to think critically, enhance 
analytical skills, and develop an independent or collaborative understanding. In Cycle II, 
students' learning outcomes further increased, with 19 out of 20 students student (5%) 
remained below the minimum score standard. This improvement aligns with Arends' 
(2012) research, which states that PBL is effective in developing higher-order thinking 
skills and conceptual understanding, as students become more actively engaged in 
exploring and applying knowledge in real-world contexts. Beyond learning outcomes, 
students' participation and motivation also increased significantly. In the pre-cycle, only 
55% of students showed interest in learning Q.S. At-Tin. However, after implementing PBL 
with puzzle media, this number rose to 85% in Cycle I and reached 95% in Cycle II.  

This demonstrates that engaging learning media can enhance students' motivation 
and enthusiasm for learning. Piaget (1972) explains that children understand concepts 
more easily when learning involves exploratory and enjoyable activities, such as 
educational games. Observations throughout the study also revealed an improvement in 
students' discussion and collaboration activities. In Cycle I, approximately 70% of students 
actively participated in group discussions, and this number increased to 90% in Cycle II. 
This supports the findings of Johnson & Johnson (2009), who state that cooperative 
learning strategies can enhance students' learning motivation, critical thinking skills, and 
comprehension of the material being studied. 

Although the study results indicate the successful implementation of PBL with 
puzzle media, some challenges remain, particularly during the initial application of this 
method. Some students struggled to understand the concept of group discussions and the 
strategies for solving puzzles. However, with intensive teacher guidance, they eventually 
adapted to the new learning model. Vygotsky (1978) emphasizes that social interaction 
and teacher support are crucial in helping students build their understanding through 
scaffolded learning. Overall, this study proves that using Problem-Based Learning with 
puzzle media can significantly improve students' learning outcomes, with mastery rates 
increasing from 50% in the pre-cycle to 95% in Cycle II. Therefore, this method is 
recommended for broader implementation in Islamic religious education at the 
elementary school level, particularly for teaching Q.S. At-Tin and other Qur'anic studies. 
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